WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


| 


WARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 

¢ Take a 10 to 15 minute break every hour, even if you don't think you need it. 

¢ If your hands, wrists or arms become tired or sore while playing, stop and 


rest them for several hours before playing again. 


¢ If you continue to have sore hands, wrists or arms during or after play, stop 


playing and see a doctor. 


. | AWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries 
may make popping sounds. 

To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 


EVERYONE 


Official 


Seal of Quality 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 


SOFTWARE RATING BOARD. FOR INFORMATION ABOUT HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS P 
THE ESRB RATING, OR TO COMMENT ABOUT THE LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. 
THE ESRB AT 1-800-771-3772, OR VISIT LICENSED BY SALE FOR USE ONLY WITH OTHER 
WWW.ESRB.ORG. AUTHORIZED PRODUCTS BEARING THE OFFICIAL NINTENDO 


SEAL OF QUALITY. 


THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 


LICENSED BY GAME LINK® CABLE. 


NINTENDO, GAME BOY, GAME BOY ADVANCE 


a AS oa SEAL ARE TRADEMARKS THIS GAME PAK WILL WORK ONLY WITH THE 
© 2001 NINTENDO. ALL RIGHTS RESERVED. GAME BOY® ADVANCE VIDEO GAME SYSTEM. 
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Game Controller Information 
The following is a summary of the available controls: 


L BuTTON R Burton 
ConTROL PAD A BUTTON 
B Burton 

START 

SELECT 


You can move between screens by using the Control Pad on the game system. The A BUTTON 
confirms that you want to complete an action (a dialog box will come up asking for your 
confirmation) and the B BUTTON will allow you to cancel any action you do not wish to complete. 
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Object of the Game 


The goal of the Dragon Ball Z® Collectible Card Game is to battle your way through five levels of 
characters. You win booster packs of cards with each victory. Players can create more powerful 
decks using various strategies, adding cards from the booster packs and by trading with other 
players. The final goal will be to defeat Cell™ to unlock additional personalities to play, and 
gather all of the Game Boy® Advance Anthology cards to take into new battles with you! 
Three Ways to Win 


There are three different ways to achieve victory and win the Dragon Ball Z® Collectible Card 
Game. You will win ten cards in a booster pack each time you win a battle. 


Survival Victory 


You can win by outlasting your opponents. As soon as your opponent's Life Deck reaches zero, 
you win. 


Dragon Ball® Victory 


You can win by collecting all seven Dragon Ball® cards. However, if you capture the last Dragon 
Ball® card from another player to complete your collection, you don't win until the beginning of 
your next turn (provided you don't lose any Dragon Ball® cards before then). 
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Most Powerful Personality Victory 


You can win by becoming the most powerful personality in the game. Use anger to raise your 
Main Personality (MP) to higher levels before your opponent. 


Note: Level One opponents have only three levels of Personality cards in their decks. The first 
player to reach the third personality card wins. Most Level Two, Three, and Four opponents have 
four levels of Personality cards in their decks. To be able to win a Most Powerful Personality 
Victory against these opponents, you must have a fourth MP Card in your deck. Cell™, at Level 
Five, has five levels. You cannot defeat Cell™ by a Most Powerful Personality Victory as there are 
no fifth level MP Cards in the game. 


Understanding the Game 


You play the game as one of the Dragon Ball Z® Main Personalities, such as Goku® or Frieza®. 
Your MP wants to either save the world (if your MP is a Hero) or conquer it (if he is a Villain) and 
win some terrific battles along the way. 


Higher strength gives a MP a better chance of successfully making attacks and defending against 
them. A Main Personality's strength is indicated by power stages. The higher the number 
displayed in the Scouter window, the higher the strength. The power level is displayed in the 
Main Play Area, as a single number, and marked on the MP Card. 
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Anger (tracked on the Warrior Sword counter) moves a MP to higher levels of untapped strength. 
During the game you want your Main Personality's anger to grow and your opponent's to decrease. 
When your anger reaches 5, your current MP card is replaced by the next highest level card. 
Successful attacks weaken your opponents’ Main Personalities by lowering their power stages, 
their anger, and/or taking cards from their Life Decks. Successful attacks make it more difficult 
for your opponent to survive and move your MP closer to a Survival Victory. As you fight your 
opponent, you can also seek out all seven Earth Dragon Balls®, which is the other way to win. 


Cast of Characters 


The Dragon Ball Z® Collectible Card Game for Game Boy® Advance uses cards taken from the 
following sagas: Frieza? Saiyan, Trunks® Android™ and Cell™ (personality cards only) as well as 
Anthology Cards (exclusive to the Game Boy® Advance) 


Main Personallities 


; oe 
Goku® Vegeta® (Hero & Villain) — . = —_ 
Trunks® Guldo™ ‘ Sod SP pe 
Gohan® Frieza® a a ats, a 
Krillin® King Cold™ =" 
Nail™ Garlic Jr.™ ‘ a Ss y ‘2 ~ 


Piccolo™ (Hero & Villain) Cell™ | -Viniatron 
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Necessary Equipment 

Game Boy® Advance System: One per player 

Dragon Ball Z® Collectible Card Game Game Pak: One per player 

Game Boy® Advance Game Link® cable: One (for Multiplayer play only) 


Single Player Startup Sequence 

. Make sure the power is OFF on your game system. 

. Insert your Dragon Ball Z® Collectible Card Game Game Pak into the Game Pak slot. 
. Turn on your Game Boy® Advance. 

. Press START at the title page to begin the game. 

. Select 1 PLAYER from the Main Menu. 

. Select New GAME or CONTINUE. 

. Select a Main Personality (if New Game is selected). 

. Select a deck to use. 
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. Select an opponent. 


| Multi Pak Linking & Startup Sequence 


1. Make sure the power is OFF on both game systems. 


| 2. Both players should insert their copy of Dragon Ball Z® Collectible Card Game Game Pak into 
their Game Pak slot. 


3. Plug the Game Link® Cable into the External Extension Connector (EXT) on the top of both 
Game Boy® Advance systems. 


. Turn both systems’ power ON. 

. Press START at the title page to start the game. 

. Select 2 PLAYER from the Main Menu. 

. Select a Main Personality. 

. Select a deck to use. 

Note: the player who plugs the P1 connector into their Game Boy® Advance will be Player 1. 
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Game Menus 
Main Menu options 


e Play e Trading Arena 

¢ Deck Building ¢ Options 

Play Menu options 

e 1 Player © Tutorial ) Collectible Card Game » 
© 2 Player = 
One Player ema 
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e¢ New Game 
e Continue Game 


Note: The first time you play Dragon Ball Z® Collectible Card 
Game, the only selectable option is New Game. 
Two Player 


After you have selected your MP and game deck under the 2 PLAYER option (available only if a 
Game Link® Cable is plugged into your system), a Connect screen displays while the game 
synchronizes your Game Boy® Advance system with the other system. If the systems cannot 
synchronize, you are returned to the Main Menu. 


Prey 
Deck Buitcing 
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Tutorial 

The tutorial is designed to give you a quick run through of the game, and all of the Game Boy® 
__ Advance specific rules and controls. 
/ Deck Building 


This section allows you to customize the decks used by your personalities. You can have up to 
three customized decks per personality. The starter decks provided for each personality give you 
a base to start from. You may customize your decks right away, or wait until you earn additional 
cards by defeating opponents in battle. 
Trading Arena 


| 

' Using the Game Boy® Advance Game Link® cable to connect to another Game Boy® Advance 
+ Game system, you and your friends can trade with each other for your favorite cards. 
Options Menu 


} 
, Name Entry Allows the player to change the name on their Game Pak. 
The default name is Player 1. 


/ Music Toggles the music on or off. 

SFX Toggles the sound effects in the game on or off. 

Erase Data Resets your Game Pak and removes all saved information. 
' — Credits View the credits of the game. 
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Playing the Game 


Opponents are divided into levels, according to strength. You will start at the easiest level 
(Level 1). Once you have defeated all three of the Level 1 opponents, you will be given the option 
to move up and begin battling the personalities on Level 2. Be careful, though, as you can only 
battle opponents on the level you are currently on. If you think you still need practice, or want 
to earn additional cards, stay on the level you're currently on until you are ready to battle the 
stronger opponents. If you find that you cannot defeat all of the personalities on your current 
level, you can select New Game instead of Continue. You will lose your place on the Level ladder, 
but you do not lose any of the cards you have won. 


Once you defeat Cell™, a new personality may be unlocked (see the Hints section to see which 
personalities unlock others). Once all personalities are unlocked, defeating Cell™ again will unlock 
his personality cards. You are now ready to save the world, or conquer it by engaging in Combat. 
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Combat 
| Step i: Draw 3 Cards 
On your turn, the top three cards from your Life Deck are automatically drawn and 
} added to your hand. 

Step 2: Place Non-Combat Cards and Allies in Play 


If you have any Non-Combat, Allies or Dragon Ball® cards in your hand, you must 
; place them in play on the Table during this step. 
: 


Step 3: Power Up 


The game will automatically power up your MP card and any Allies that you have 

in play. At this point, you can choose to Pass or Attack your opponent (Combat). If 
you select Pass, go to Step 5: Discard. 

_ Step 4: Combat 

Phase (a): Defender Draws Three Cards 

Once you initiate combat, you become the attacker and your opponent becomes 

| 


the defender. The game automatically draws three cards from the defender's Life 
Deck into his hand. 


Phase (b): Attacker Attacks 


As the attacker, you may Pass and go directly to Phase (d), or you can attack the 

defender in one of four ways: 

1. Play a combat card (Physical Combat, Energy Combat, or Combat) from your 
hand for an attack. 

2. Activate one of your Non-Combat Cards. 

3. Use the power on your MP card to attack. 

4. Choose Final Attack. Both you and your opponent can perform a Final Physical 
Attack (Final Attack in the menu) by discarding any one card from your hand. 
To use this attack, you must have at least one card in your hand. You can make 
only one Final Physical Attack per round, and afterwards, you must pass in all 
remaining phases of that Combat, including defending against your opponent. 


Phase (c): Defender Defends 


The defender may perform one of the following actions: 

1. Play a Combat card (Physical Combat, Energy Combat, or Combat) from his hand 
to stop an attack made against him. You can only use a card if it prevents 
damage from an attack or stops the attack. 

2. Activate one of his Non-Combat cards (placed in play during Step 2: Place Non- 
Combat Cards and Allies in Play portion of the defender's turn). 


Ooo ee 


Phase (d): 


3. Use the card power from his MP card to stop or reduce the effects of the attack. 
4. Pass. 


Damage Report 
After selecting an action, the defender takes the resulting damage from the attack. 
Fight Back Until You Both Pass 


Phases (b) Attacker Attacks and (c) Defender Defends repeat, with the players 
switching roles each time. Keep repeating Phases (b) and (c) until both players 
consecutively pass. At that time, Step 4 Combat is finished. 


Discard 


When you have more than one card in your hand after the Combat step, discard all 
but one card into the discard pile. Your opponent also discards down to one card. 
Add Life Card for Not Attacking 

If you skipped the Combat step, the top card from your discard pile is taken and 
placed face-down at the bottom of your Life Deck. 


Your turn ends after Step 6, and your opponent starts his turn at Step 1. This cycle 
is repeated until one of the players emerges victorious. 


The Table 


The Table is divided into three parts: the Player's side, the Center, and the Opponent's side. When 
you select the Table option, you are shown the Player's side. You can view your current 
personality level, power stage, and anger; the number of cards in your Life Deck and Discard Pile. 
Across the bottom of the Player's side are areas for any Allies, Drills, Dragon Balls®, and Non- 
Combat cards you put into play. To view the cards in these areas, press Left or Right on the 
Control Pad to select an area, and then press the A BUTTON. Select HAND to return to your hand. 


To view the Center of the Table, press Up on the Control Pad. In addition to viewing both your 
and your opponent's current power stage and anger, you can view your MP card (and Mastery 
card, if used), your opponent's MP and Mastery cards, and the last four cards put into play. Press 
Left or Right on the Control Pad to scroll a the cards. Press the A BUTTON to view them. 


Press Up on the Control Pad to 
view the Opponent's side. Here 
you can view any Allies, Drills, 
Dragon Balls®, and Non-Combat 
cards he has in play. You can also 
view the number of cards he has 
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remaining in his hand, but not a i 
which cards they are. 


| The Cards 


There are several types of cards in the game: ovarian of faraae : 
MMI. 
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| © Personality Cards 
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your Life Deck 


¢ Drill Cards J or Discord Pile 
¢ Mastery Cards 
¢ Non-Combat Cards 


Personality cards are used to theme a player's deck. A character is chosen to be the MP of the 
deck. Other personality cards in a player's deck become Allies and assist in battle. 


4 
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| There are three types of Combat cards: 
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¢ Physical Combat — represent skilled martial arts techniques such as punching or blocking, 
which can attack or defend. 


| ¢ Energy Combat — represents the unleashing of powerful cosmic forces against an enemy, 
_ which can attack or defend. 


, : 
_ © Combat — represents miscellaneous effects in Combat. 
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Dragon Ball® cards represent the seven Dragon Balls® of Earth. Each has its own unique power 
in the game. 


Drill cards represent the martial art abilities of your MP and Allies. 
Mastery cards give you bonuses if you decide to use one martial arts style (Tokui-Waza). 


Non-Combat cards also represents miscellaneous effects in Combat, but must be put in play in 
Step 2: Place Non-Combat Cards and Allies in Play during your turn before they can be used. 


How Combat Results are Determined 
Physical Attacks 


Physical Combat cards will either make a physical attack or stop a physical attack. You can tell 
the difference by reading the card power and by the symbol next to the word Power (a sword for 
attack and a starburst for defense). If the defending player does not have an appropriate Physical 
Combat card, MP card power, or other appropriate card power to stop the attack, then it is 
successful. The Base Damage is automatically calculated, using the Physical Attack Table. Any 
damage from a physical attack is applied to the opponent's power stage level. If the defender's 
Scouter drops to zero (0) before losing all the power stages required, he must discard one life 
card for every power stage still to be lost. 


A player can discard a card from their hand to perform a Final Physical Attack (or Final Attack in 
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the game). This acts like a normal physical attack, but does not have any modifiers or special 
effects within the Final Attack. If the Final Attack is successful, damage is automatically 
calculated using the Physical Attack Table (applying modifiers from Drill cards or other cards and 


effects). A player who decides to make a Final Attack must pass in all of the remaining phases of 


Combat and is unable to attack or defend for the remainder of Combat. 
Energy Attacks 


Energy Combat cards either make an energy attack or stop an energy attack. If the defending 
player does not have an appropriate Energy Combat card, MP card power, or other appropriate 
card power to stop the attack, then it is successful. Making an energy attack costs two power 
stages (unless otherwise noted) whether the attack is successful or not. A personality who does 
not have sufficient power stages to expend cannot perform an energy attack. Successful energy 
attacks force the defender to discard the top four life cards from his Life Deck unless otherwise 
noted by the card. 


Main Personality Cards in Combat 


Main Personalities have special powers described on MP cards. These card powers represent 
Combat and Non-Combat powers. An attacker or defender may use the card power from his 
current, face-up MP card only once in Step 4. Combat, no matter how many phases are fought 
during that Combat. 


There are two exceptions to this rule: 


e When the Main Personality's card power is a Constant Combat Power. These card powers are 
constantly available, so you can use a Constant Combat Power more than once per Combat. 
You can even use it before or after a Combat, depending on the card power's text. 


e When a player's MP gains or loses a personality level. The card power of the new MP card can 
be used even if the card power from the previous level was already used in that Combat. 


Allies 


All personality cards in a player's deck other than the MP cards are Allies. Allies are put into play 
in front of the player from his hand only during Step 2: Place Non-Combat Cards and Allies in ~ 
Play. When placed, an Ally's Scouter is set at three power stages higher than zero (0). Allies in 
play gain one power stage every turn during Step 3: Power Up, regardless of the Ally's Power Up 
Rating (PUR). Allies can be chosen to benefit from power up cards instead of the MP. 


Your Allies must be at least two levels below your Main Personality's highest level. You do not 
need to have the Level 1 Ally in play to play a higher level of that Ally. 


Allies in Combat 


During a Combat, after all Combat effects have been resolved and all the damage is computed, 
the defender chooses whether the damage affects his MP card or one of his Ally cards. When an 


Ally is reduced to power stage zero (0), all remaining damage is taken as discards from the Main 
Personality's Life Deck, since the remaining damage weakens the MP. 


Allies can take over to attack or defend in Combat, but only if your Main Personality’s power Sino 
is at zero (0) or one power stage above zero (0). When this occurs, the Ally “takes over” the battle, 
using its card powers and playing attack cards from the player's hand just like a MP. You can 
constantly switch out which ally is taking over Combat as long as your Main Personality's power 
rating is at zero (0) or one power stage above zero (0). The MP resumes control of Combat when he 
reaches two power stages above zero (0) or higher, he gains a personality level, or when Combat ends. 


Card powers that stop an opponent from making a physical or energy attack in a future Combat 
step or phase must be directed at a player's MP or Ally at the time they are used. If no such 
designation is made, the card power will apply only to the MP. 

Restrictions on Placing Allies in Play 


You may place as many Allies in play as you wish. However, you can't place an Ally in play if that 
same Ally at the same level is in play anywhere in the game. You can place an Ally in play that 
another player already has in play, as long as their levels are different. 


For example, your opponent has Goku®’s Level 2 card in play as an Ally, and you place Goku®'s 
Level 1 card in play as an Ally. 


If you have an Ally in play and you draw another version of that Ally with a higher level, you can 


play the new card on top of the old one, replacing the old card and powering up the new card 
to its highest possible power stage. 


You may have duplicates or different levels of another player's MP in your deck, but you cannot 
play any of them as Allies until the player of that personality has been eliminated from the game. 


For example, when someone is playing Vegeta® as his MP, nobody can play Vegeta® as an Ally 
until the Vegeta® player has exited the game. You can still keep these cards in your deck, 
however, and you can use them for Final Physical Attacks. 


Drill Cards 


A Drill card is any Non-Combat card with the word "Drill" in its title. Drill cards represent special 
powers gained by a MP because of intensive study within a martial art. Because Drill cards are | 
Non-Combat cards, they are put in play from a player's hand, during Step 2: Place Non-Combat 
Cards and Allies in Play. Unlike other Non-Combat cards, a Drill card is kept in play after use and 

its card power can be used many times by the owning player. 


Drill cards stay in play until the MP changes to another level. When anger or card play makes a 
MP rise to the next level or drop to a previous level, all Drills in play for that personality are 
discarded immediately. 


A player can have Drill cards from only one color (as in the word “Blue” in the card title of Blue 
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Neck Restraint Drill) in play at one time. A player may have more than one color of Drill cards in 
his deck, however. A player cannot have duplicate Drill cards (those with the same card name and 
number) in play at the same time, but can have several different Drill cards in play at the same 
time. So, if a player has a Black Drill card in play he can only play other Black Drill cards with 
unique names, unless otherwise noted on the Drill card. 


When a player draws a Drill card into his hand that cannot be played because it does not match the 
color of a Drill card already in play, he will have the choice to reveal it to his opponent and then shuffle 
it back into his Life Deck. The player does not have to show it if he does not wish to shuffle it back into 
his Life Deck. He may discard it instead. In either case, the player does not get to draw another card. 


A Drill card can have play restrictions such as “Cannot be used with other Orange Drills in play 
on the table." In this case, the Drill card cannot be played if any player, including the card's 
owner, has Orange Drill cards in play. Also, if another player places an Orange Drill card on the 
table, the restricted card must be discarded immediately. If another player places the exact same 
restricted card into play, both players lose the duplicated Drill card. Similar card powers from two 
or more Drill cards can be used at the same time by a player, and their effects are combined. 


Drills that add a “+" to attacks cause their extra damage even if the attack does zero (0) damage 
by itself. For example, the Orange Joint Restraint Drill does +4 power stages of damage with 
every physical attack. If a physical attack is successful, the attack will cause the +4 power stages 
of damage from the Drill even if the physical attack itself caused 0 damage. 


Special Powers for Names Drill Cards and Colorless Drill Cards 


Named Drill cards (Drill cards with personality names in the card title) and colorless Drill cards (Drill 
cards without a color word, e.g., Blue, in the card title) can be put into play along with any colored 
Drill cards without restriction. Unless specifically restricted, up to three duplicates of any named 
Drill card and three duplicates of any colorless Drill card can be put in play at the same time, unlike 
other Drill cards. Named Drill cards and colorless Drill cards are discarded just like all other Drill 
cards when the MP changes levels. If your named Drill card matches your MP, you may have four 
copies of that Drill card in your deck, and are allowed to have four copies in play at once. 


Dragon Balls® 


Dragon Ball® cards represent the coveted Dragon Balls® from the anime series. Each has its own 
unique power in the game. They are labeled Non-Combat cards only because they are placed in 
play during Step 2: Place Non-Combat Cards and Allies in Play; they are not considered Non- 
Combat cards. Their effects are instant unless otherwise specified on the card. The Dragon Ball® 
cards are numbered 1 to 7. When a player plays a numbered Dragon Ball® card face-up in front 
of him, no other player can play a Dragon Ball® card with the same name out of his own hand 
while the first one is still in play. 


Generally, cards that force destruction or discard cannot be used against Dragon Ball® cards in 
play, unless they specifically state otherwise. When a numbered Dragon Ball® card is drawn from 


the Life Deck as damage to be discarded, and a duplicate is already in play, this newly drawn 
Dragon Ball® card is removed from the game. If it has not yet been played, it is not discarded but 
instead is placed at the bottom of the owning player's Life Deck and does not count as a life card 
discard. If a player must discard a life card but there are only Dragon Ball® cards left in his Life 
Deck (making discard impossible), he loses the game instantly. 


Dragon Ball® Card Powers 


Whenever a Dragon Ball® card is played, that player gets all the benefits of that Dragon Ball's® 
card powers. Those special Dragon Ball® card powers, unique to that card, are never again used 
in that game. If you capture a Dragon Ball® card before its power is used, or it is shuffled back 
into your deck and placed into play again, you can use the power of the Dragon Ball® card. 


Capturing Dragon Ball® Cards 


To achieve a Dragon Ball® Victory a player must have all seven Dragon Ball® cards in his Dragon 
Ball® Card Pile. A player could be the first to play all seven Dragon Ball® cards, but more likely 
he will have to capture a complete set, taking some from his opponent. This is done in three ways: 


1. Life Card Capture: When a single attack forces the other player to discard five or more life 
cards, the attacker has the right to capture and take any single Dragon Ball® card from his 
- Opponent. This can happen in any phase of Step 4: Combat. 
2. Personality Capture: When Bulma™, Krillin®, and Chi-Chi™ are used as Allies, they can try to 


capture Dragon Ball® cards instead of doing damage. To do so, one of the Allies must make a 
successful attack on a MP that forces the player to discard 1 or more life cards. Having done that, 
he can capture and take a Dragon Ball® from that player instead of inflicting the life card damage. 

3. Card Capture: There are cards in the game that provide for the capture of a Dragon Ball®. 


Deck Building 


To build a custom deck, first select the character you want to create the deck for. You can only 
create custom decks for the characters that are unlocked. You will be able to create up to three 
(3) custom decks per MP. Select the deck you wish to edit. 


The Deck Directory will display the names of all of the cards you have in your collection, and how 
many of each card you have in the Total column. The Deck column indicates how many of each 
card is in the current deck. The total number of cards in your collection and the current deck are — 
displayed at the bottom of the screen. Press Up or Down on the Control Pad to highlight a card. 
Press Right on the Control Pad to add the card to your deck, press Left to remove it. | 
All decks require a minimum of 50 cards. Namekian Tokui-Waza decks can have a maximum of 
80 cards; all others have a 75-card limit. Once you are finished customizing your deck, press START 
to save your changes, or press the B BUTTON to exit without saving any changes. 
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The following symbols are used in the Deck Directory to aid in identifying a card’s type: 
{ 
8 Combat Cards @ Energy Combat Cards 


| | Non-Combat Cards © Physical Combat Cards 


Card Restrictions 


¢ Personality Cards higher than Level 3 are not automatically added to a deck. They may be 
added if available. 

| © All Allies are limited to two levels lower than the Main Personality's highest level. You do not 
need to play a Level 1 Ally before playing that Ally's Level 2 card. 

|: Hero Main Personalities can have only hero Allies; Villain Main Personalities can have only villain Allies. 
¢ Saiyan Heritage — If a card says “Saiyan Heritage only," it means that only Saiyan personalities such 

i as Vegeta®, Goku®, Gohan®, and Trunks™ may use these cards. Any cards that have used the phrase 

| “Villains, Goku®, and Gohan® only" should be treated as if they said Saiyan Heritage only. 

| 

' 

; 


Duplicate Card Limits 


¢ Main Personality and Allies — one card per level of the Personality and each Ally. 
| © Combat or Non-Combat cards — up to three duplicates in your deck, unless stated differently 
in the description of the card's power (such as “Limit one per deck"). 


¢ Named cards — up to three duplicates in your deck, unless stated differently in the description 
of the card's power (such as “Limit one per deck"). If your MP is the personality named on the | 


card, up to four copies are allowed unless it is stated otherwise on the card. 
¢ Dragon Balls® — One of each Dragon Ball® (1 - 7) card per deck. 


In the Deck directory, each card has an ID number. This is a reference number for each card available 
in the Dragon Ball Z® Collectible Card Game for Game Boy® Advance. To view the card's actual saga 
number, press the A BUTTON to display the card. To return to the deck directory, press the B BUTTON. © 


Martial Arts Styles 


Some Combat and Non-Combat cards represent certain martial arts styles. Those martial arts | 
styles are Red, Blue, Orange, Black, Saiyan, and Namekian. A card belongs to a martial art style if 
the first word in the title is one of the fighting styles (The only exception is the Black Water 
Confusion Drill card: it does not belong to a fighting style). Examples of titles include: Saiyan 
Focusing Power, Orange Taunting Attack, and Blue Energy Flight. If a style name appears later in 

the title, such as Double Saiyan, it does not belong to a fighting style. | 


¢ Red, the Blocking Style, stresses a balance of upper- and lower-body defensive and offensive 
techniques that require strength and flexibility. Red style emphasizes defense over offense. 


¢ Blue, the Calming Style, stresses the use of leverage for attack and defense. Blue style also 
specializes in countering the anger of a foe. 
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¢ Orange, the Cosmic Style, stresses the use of strikes coupled with throwing and grappling 
for a combination of defense and offense at all times. Orange style concentrates more on 


energy attacks than physical attacks. 
¢ Black, Foot-Hand Style, stresses the strength found in the use of kicks with hand-strike combinations. 


_ © Saiyan Style stresses the use of power in all things. Energy and physical attacks are done from 
a position of power, or they are not done at all. Saiyan Style emphasizes offense over defense. 


,° Namekian Style stresses the use of thought and growing energy. The fluid body motion of a 
¥ Namekian warrior makes this a very difficult style for any non-Namekian to duplicate. 


Tokai-Waza (Favorite Fighting Style Advantage) 


| When any player uses only one martial arts style in his Life Deck, he is allowed to add one (1) to his Main 
4 Personality'’s PUR number. To qualify for Tokui-Waza, all cards in your deck with a fighting style in their 
_ title must be of the same martial arts style. You must include at least one card in your deck of that 
i Martial Arts style in order to declare that Tokui-Waza. A player may have Dragon Balls®, Non-Combat 
_ cards, Move cards, and Named cards in any Tokui-Waza deck, as long as they don't have a conflicting 
. martial arts style in their titles. For example, a player can have Earth Dragon Ball® 3, Straining Ankle 
Smash Move, Senzu Bean, and Tien's™ Physical Attack in a deck and still qualify for a Black Tokui-Waza. 
You will be given the choice after creating your deck to declare a Tokui-Waza if your deck is eligible. 


' Only Piccolo® and Nail™ may declare a Namekian Tokui-Waza. Only Saiyans can claim a Saiyan Tokui-Waza. 
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Mastery Cards 


There is a Mastery card for each martial arts style. If you are using a Tokui-Waza, your martial 
arts style must match your Mastery card. A Mastery card gives the player a special advantage 
during the game, as explained on the card. This card's power applies throughout the game at all 
times, and the card is not discarded when its power is activated. In order to add a mastery card 
to your deck, you must have at least one card of that style already in your deck and no cards of 
any other martial arts style in your deck. | 


If you have a Mastery card in your deck and you add a card of a different combat style, the . 
Mastery card will be removed from your deck automatically. If you decide not to use that card | 
and keep the Mastery card in your deck, you must add the Mastery card back into your deck. 


If you are unable to add a Mastery card to your deck, there are one or more conflicting cards still | 
in the deck, and they must be removed before you can add the Mastery card. 


Trading Arena 


You can trade cards with your friends using the Game Boy® Advance Game Link® cable to connect — 
to another Game Boy® Advance Game System. There is no limit to the number of cards you can have 
in your collection! 


K: 


| To trade cards with your friends, select the Trading Arena option from 

+ the Main Menu. After verifying the connection to another Game Boy® 
Advance system with a Dragon Ball Z® Collectible Card Game Game Pak, 

| the Trading Selections card directory is displayed on both systems. Use 

' the L BUTTON and R BUTTON to page up and down through the directory. 
To trade a card from your deck, press Up or Down on the Control Pad to 
highlight the card. Press Right to add the card to the trade; press Left 
to remove it. You may select up to 64 cards to trade at a time. 
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@ 92 Gohan's® Physic! 

HB 103 Red Knee Strike 

$13 Black Knife Hand Strike 
@ NS Black Side Kick 

WB NG Rad Reverse Punch 

¢ 7 Black Turning Kick 

1B 1Z3 Red Knife Hand _ 

4 cards ncolecton 53 cards mn deck 
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Once you've finished selecting the cards you wish to trade, both players must press START. This 

| will bring you to the review area. Select View to view the card. Select TRADE to accept and perform 
the trade. If you or the other player wishes to preview the cards you will receive, select SWAP to 
view them. If you change your mind and want to cancel the trade, select CANCEL. 


After the trade is completed, you will be brought back to the Main Menu. 


WARNING: If you are going to trade away cards that are included in one or more of your decks, 
a message box will appear. To remove this message, press the A BUTTON. You may still trade these 
cards if you wish, but the decks that required these cards will not be playable until they meet 


the minimum deck requirements. 


Hints 


¢ While it is possible to defeat Krillin and Nail using only the Starter Decks, your chances” 
increase dramatically when you customize your game decks. You may have up to three 
customized decks per Hero or Villain — use them. 


¢ Asyou play against the computer, you will find each character fights differently. Some declare Tokui- 
Waza, others use multiple styles. Some concentrate on physical attacks, some on energy attacks, and - 
some use a balance of both. Create customized decks to deal with each of these possibilities. 


¢ Some opponents will try to win a rapid Most Powerful Personality victory. Use Combat cards | 
that reduce anger and Non-Combat cards that lower their personality level to slow them down. — 


¢ Use Combat cards that stop an attack type for the remainder of the turn instead of only | 
stopping a single attack to prevent opponents from winning a Survival victory. Also, try to use 
cards that can stop both physical and energy attacks. 


" @ Additional personalities are unlocked by defeating Cell™ as follows: 


Play AS To UNLOCK 
| Goku® Nail™ 
Gohan® Trunks® 
Frieza® King Cold™ 
{ Garlic Jr.™ Piccolo™ (Hero and Villain) 
: Nail™ Guldo™ 
Guldo™ Krillin® 
| King Cold™ Vegeta® (Hero and Villain) 


| © Sometimes you may win a Survival Victory when your opponent still shows one or more cards 
left in their Life Deck. This can happen if your opponent has Dragon Ball® cards in their deck. 
; 

i 
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During the game, if a Dragon Ball® card is among the cards to be discarded following a 
successful physical or energy attack, it is placed at the bottom of the Life Deck and another 
card is discarded in its place. If a player must discard cards from their Life Deck, and the only 
cards they have left are Dragon Ball® cards, the game ends immediately. 


e If you are playing an opponent via the Game Link® Cable and your game loses syne with your 
opponent, check the batteries in both of the Game Boy® Advance systems to be sure they have 
a sufficient charge. 


Technical Support (United States & Canada] 
Help Via the Internet 


Up-to-the-minute technical information about Infogrames, Inc. products is generally available 24 hours a day, 
7 days a week via the Internet at: HTTP://WWW.INA-SUPPORT.COM. Through this site you'll have access to our FAQ 
(Frequently Asked Questions) documents, our Hints/Cheat Codes if they're available, and an E-Mail area where you can 
get help and ask questions if you do not find your answers within the FAQ. Note: /n the event we must send you a Hint 
Sheet, FAQ document ete., via E-mail, we may require verifiable consent from a parent or guardian in order to protect 
children's privacy and safety online. Parental Consent Forms are available at the web site listed above. 


Help Via Telephone/Fax or Mail in the United States & Canada 


For phone assistance, call Infogrames, Inc. Tech Support at (425) 951-7200. Our Interactive Voice Response and Faxback 
system is generally available 24/7, providing automated support and allowing FAQ documents to be faxed to you 
immediately. This console-based product will have automated support which will include information such as game-play 
tips, information on Control Keys, possible cheat code combination keys, instructions for finding secret screens and/or 
additional game levels if these type items exist and are made available for this particular product. 


Great News! We've improved our Automated Systems so that you can get product-specific Troubleshooting help more 
quickly. All you need to do is enter the product's TecH Support Access NUMBER when prompted to do so. This will take you 
directly to all of our known issues and solutions for this title. The product's Tech Support Access Number is 22686. When 
prompted by the Automated System, enter the product's Tech Support Access Number. 


Live support is generally available Monday through Friday, 8:00 a.m. until 6:00 p.m. (Pacific Time). Note: We may be closed on major 
holidays. You may also fax your Technical Support questions or problems to: (425) 806-0480, or write to the address below. 
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Product Return Procedures in the United States re Canada 


In the event our technicians at (425) 951-7200 determine that you need to forward materials directly to us, please include 
a brief letter explaining what is enclosed and why. Make sure you include the Return Merchandise Authorization Number 
(RMA#) supplied to you by the technician, and your telephone number in case we need to call you. Any materials not 
containing this RMA# will be returned to you unprocessed. Send your materials to the following address: 


Infogrames, Inc. 

Attn: TS/CS Dept. 

13110 NE 177th Place — Suite B101, Box 180 
Woodinville, WA 98072-9965 

RMA#: 


Warranty Policy in the United States & Canada 


If our technicians determine that the product storage medium is found to be defective within ninety (90) days of original 
purchase, (unless otherwise provided by applicable law), Infogrames, Inc. will replace the item free of charge, to the original 
purchaser, if the item is accompanied by the original dated receipt and packaging. If you do not have the original receipt, 
or if the warranty period has expired, Infogrames, Inc. will replace the product storage medium for a nominal fee. 


ee 


ne ini ne: 


Screaming 
Games LLC 


Executive Producer 


Erik E. Stein 


Score 
Entertainment 


Original Card Game Design 
James Ward 

GBA Card Game Design 
David Eckhard 


Score Creative Director 


Chaz Elliot 


ImaginEngine 


Audio Director & Sound Mgr. 
Rob Thomure 

Game Designer 
Scott Balaban 

Founding Partner, Corp. Dev. 
Jon Goldman 

Founding Partner, Prod. Dev. 
Mark Loughridge 

Executive Producer 
Bridget Erdmann 

Sound Effects 
Noel Gabriel 

Art & Animation 


Jason Jewett 
Moshi Moshi Design 


Magellan Interactive 
Engineering 


Producer 
Cathy Marshall 
Assistant Producer 
Jen Alder 
Technical Director 
Wes Gale 
Programming 
William Lin 
Nigel Morgan 
Raymod Shou 
Graphic Technician 
Jen Alder 
Testing 
Peter Gale 


FUNimation 
Productions, Ltd. 


President 

Gen Fukunaga 
Vice-President 

Daniel Cocanougher 
Vice-President 

Cindy Brennan Fukunaga 
Director of Licensing 

Bob Brennan 
Licensing Account Manager 

Tamara Stephens 


Original Author | 
Akira Toriyama 


©1989 Toei Animation 


& | 


Infogrames, Inc. 


Sr. Vice-President of Production 
Paul Rinde 
Senior Vice-President of Sales 
Wim Stocks 
Vice-President of Marketing 
» Tracy Magnuson 
Director of Production 
_ Peter Armstrong 
Lead Producer 
, Michael Cucchiarella 
Producer 
Michael Gjere 
Associate Producers 
| Amy Harbin 
| Chris Lundeen 
Acquisitions 
Roger Arias 


Senior Marketing Managers 
Jeff Sehring 
Cindy Swanson 

Senior Print Production Manager 
Cherrie Julkowski 

Creative Director 
Keith Anderson 

Senior Graphic Designer 
Christopher Odegard 

Game Testers — Plymouth, Minn. 
Steve Charbonneau 
David Degnan 
Peter Eckert 
Steve Ellis 
Brian Ewoldt 
Michael Hathaway 
Jay King 


OA — Beverly, Mass. 


0A Certification Lead 
Kevin Jamieson 
Testers 
Seth Doherty 
Erik Maramaldi 


OA — Sunnyvale, Calif. 


OA Certification Lead 
Eric Alberson 
Assistant Lead 
Tien Nguyen 
QA Team 
Mark Brand 
Dan Burkhead 
Fitz 
Richard Higbee 
Andrew LeMat 
Adrian Morales 
Jose Renteria 


FUNimation 
Productions, Ltd. 


End User License Agreement 


PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS END-USER 
LICENSE AGREEMENT ("LICENSE"). IF YOU DO NOT AGREE TO THESE TERMS, DO NOT USE THE SOFTWARE AND PROMPTLY 
RETURN THE DISC OR CARTRIDGE IN ITS ORIGINAL PACKAGING TO THE PLACE OF PURCHASE. 


1. Grant of License. The software accompanying this license and related documentation (the “Software") is licensed to you, not 
sold, by Infogrames, Inc. ("Infogrames"), and its use is subject to this license. Infogrames grants to you a limited, personal, non- 
exclusive right to use the Software in the manner described in the user documentation. If the Software is configured for loading 
onto a hard drive, you may load the Software only onto the hard drive of a single machine and run the Software from only 
that hard drive. You may permanently transfer all rights Infogrames grants to you in this license, provided you retain no copies, 
you transfer all of the Software (including all component parts, the media and printed materials, and any upgrades), and the 
recipient reads and accepts this license. Infogrames reserves all rights not expressly granted to you by this Agreement. 


2. Restrictions. Infogrames or its suppliers own the title, copyright, and other intellectual property rights in the Software. The 
Software contains copyrighted material, trade secrets and other proprietary material. You may not delete the copyright notices 
or any other proprietary legends on the original copy of the Software. You may not decompile, modify, reverse engineer, 
disassemble or otherwise reproduce the Software. You may not copy, rent, lease, sublicense or distribute the Software. You may 
not electronically transmit the Software from one computer, console or other platform to another or over a network. Any 
attempt to transfer any of the rights, duties or obligations hereunder is void. 


3. Termination. This License is effective until terminated. You may terminate this License at any time by destroying the 
Software. This License will terminate immediately without notice from Infogrames if you fail to comply with any provision of 
this license. Upon termination, you must destroy the Software. 


4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media on which it is recorded 
is at your sole risk. The Software and the media are provided “AS IS." Unless otherwise provided by applicable law, Infogrames 
warrants to the original purchaser of this product that the Software storage medium will be free from defects of materials and 
workmanship for ninety (90) days from the date of purchase. This warranty is void if the defect has arisen through accident, 
abuse, neglect or misapplication. INFOGRAMES EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, 
INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 
INFOGRAMES DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS. NO 


ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY INFOGRAMES OR ANY INFOGRAMES-AUTHORIZED REPRESENTATIVE 
SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO NOT ALLOW 
THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU. 


5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL INFOGRAMES BE LIABLE FOR ANY 
INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES IN CONNECTION WITH THE SOFTWARE, INCLUDING THOSE THAT RESULT 
FROM THE USE OF OR INABILITY TO USE THE SOFTWARE, EVEN IF INFOGRAMES HAS BEEN ADVISED OF THE POSSIBILITY OF 
THOSE DAMAGES. IN NO EVENT SHALL INFOGRAMES' TOTAL LIABILITY TO YOU FOR ALL DAMAGES, LOSSES AND CAUSES OF 
ACTION (WHETHER IN CONTRACT, TORT OR OTHERWISE) EXCEED THE AMOUNT PAID BY YOU FOR THE SOFTWARE. SOME 
JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, 
SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 


6. Miscellaneous. This license shall be governed by and construed in accordance with the laws of the State of New York, USA, 

exclusive of its choice of law and/or conflicts of law jurisprudence; and, in respect of any dispute which may arise hereunder, 

you consent to the jurisdiction of the federal and state courts of New York County, New York. If any provision of this license 

is unenforceable, the rest of it shall remain in effect. This license (including any addendum or amendment to this license which 

is included with the Software) constitutes the entire agreement between you and Infogrames with respect to the use of the 

Software and the support services (if any) and they supersede all prior or contemporaneous oral or written communications 
. and representations with respect to the Software or any other subject matter covered by this license. 
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